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MOTTO AND DEDICATION 
Motto  
 Always believe that something wonderful is about happen 
 Nothing is impossible, if we keep trying and surrender to Allah SWT 
 Every successful person has a painful story. Every painful story has a 
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Vocabulary is one of language elements that cannot be separated from learning 
English. The students will get difficulties if they have less vocabulary. However, 
one of the students’ problems in learning English is that they are difficult to 
memorize some new words given by the teacher. This situation also happened in 
the fifth grade of SDN 3 Megawon Kudus. The students’ ability of mastering 
vocabulary is not enough yet. After analyzing the problems, the research proposes 
to use an appropriate media to improve students’ vocabulary mastery by using 
gedrik traditional games.   
The objective of the research is to know whether using gedrik traditional games 
media can improve the students’ vocabulary mastery and implementation of gedrik 
traditional game to improve vocabulary mastery of SDN 3 Megawon Kudus 
through collaborative Classroom Action Research. 
The design of this research is collaborative Classroom Action Research  which 
means that the teacher will be teach the students and the researcher will  observe 
the teacher and the students’ activities during teaching and learning process in 
classroom. The procedures in doing action research  are: planning, acting, 
observing, reflecting, this research there is two cycles and every cycle there is two 
meetings. The research is conducted at SDN 3 Megawon Kudus. The subject of this 
research is the fifth grade students which consist of 11 students. In addition, to 
collect the data the researcher use to kind of instruments they are observation and 
achievement test. 
Based on finding of the research, there is an improvement of students’ 
vocabulary mastery after the teacher applying repetition drill technique in the 
teaching and learning process. It can be from the result of the students’ achievement 
test, in cycle 1, the researcher calculated the average score of the students’ 
vocabulary mastery was 82,73. But the standard passing grade was 65. Then, the 
researcher and the teacher decided to continue to the next cycle. In this cycle 2, the 
researcher calculated the average score of the students’ vocabulary mastery was 
88,2 while the standard passing grade was 65. It means that the students’ vocabulary 
was higher than standard passing grade and it could be categorized improve.       
Finally, the researcher can give some suggestions. First, the teacher could use 
gedrik traditional games as an alternative media in teaching English to improve 




                                     ABSTRAKSI 
 
Budairi, Syarif Haidar. 2019. “Meningkatkan pengusuasaan Kosakata Siswa  
             Menggunakan Permainan tradisional Gedrik”. Skripsi. Program Studi    
             Pendidikan Bahasa inggris, Fakultas Ilmu Keguruan dan Ilmu Pendidikan  
             Universitas Muria Kudus. Pembimbing: (1) Nuraeningsih, S.Pd M.Pd, and     
             (2) Rusiana, S.Pd, M.Pd. 
Kata Kunci: Penguasaan Kosakata, Permainan tradisional Gedrik, Penelitian 
Tindakan Kelas.  
 Kosakata adalah salah satu elemenyang tidak dapat dipisahkan dari 
pembelajaran bahasa inggris. Siswa akan mengalami kesulitan jika mereka kurang 
menguasai kosakata. Namun, salah satu masalah siswa dalam belajar bahasa inggris 
adalah merekamengalami kesulitan dalam mengingat beberapa kosakata baru yang 
diberikan olehguru.hal ini juga terjadi pada siswa kelas lima SDN 3 Megawon 
Kudus. Kemampuan siswadlam mengusai kosakata masih belum cukup. Setelah 
menganalisa masalah-masalah tersebut, peneliti mengusulkan untuk menggunakan 
media yang tepat untuk meningkatkan penguasaan kosakata siswa yaitu permainan 
tradisional gedrik. 
 Tujuan dari penelitian ini adalah untuk mengetahui apakah penggunaan 
media permainan tradisional gedrik dapat meningkatkan penguasaan kosakata 
siswa and implementasi dari permainan tradisional gedrik untuk meningkatkan 
penguasan kosakata di SDN 3 Megawon Kudus melalui penelitian tindakan kelas. 
 Desian penelitian ini adalah penelitian tindakan kelas secara kerjasama 
dimana guru dan murid di dalam kelasa langkah-langkah dalam melakukan 
penelitian ini adalah perencanaan, tindakan, pengamatan, dan refleksi. Penelitian 
ini memiliki dua siklus dan setiap siklus ada terdiri dari dua pertemuan. Penelitian 
ini dilaksanakan di SDN 3 Megawon Kudus. Subjek dari penelitian ini adalah siswa 
kelas lima sebanyak 11 orang. Selain itu siswa mengumpulkan data peneliti 
menggunakan dua jenis instrument yaitu lembar observasi dan tes pencapaian. 
Berdasarkan temuan penelitian, ada peningkatan penguasaan kosakata 
siswa setelah guru menerapkan teknik latihan repetisi dalam proses belajar 
mengajar. Bisa dari hasil tes prestasi belajar siswa, pada siklus 1, peneliti 
menghitung skor rata-rata penguasaan kosakata siswa adalah 82,73. Tetapi nilai k 
standar kelulusan adalah 65. Kemudian, peneliti dan guru memutuskan untuk 
melanjutkan ke siklus berikutnya. Pada siklus 2 ini, peneliti menghitung skor rata-
rata penguasaan kosakata siswa adalah 88,2 sedangkan standar kelulusan adalah 65. 
Ini berarti bahwa kosakata siswa lebih tinggi daripada standar kelulusan dan itu bisa 
dikategorikan meningkat.   
Pada akhirnya peneliti dapat memberikan beberapa saran. Pertama guru 
dapat menggunakan permainan tradisional gedrik sebagai media alternatif dalam 
mengajar bahasa inggris untuk meningkatkan penguasaan kosakata siswa , kedua 
peneliti yang lain dapat menggunakan media ini sebagai referensi untuk membuat 
penelitian baru dengan topik yang sama.         
xi 
 
TABLE OF CONTENTS 
COVER ………………………………………………………………………. i 
LOGO ………………………………………………………………………... ii 
TITLE ……………………………………………………………………….. iii 
MOTTO AND DEDICATION …………………………………………….. iv 
ADVISOR’ APPROVAL  …………………………………………………... v 
EXAMININERS APPROVAL …………………………………………….. vi 
ACKNOWLEDGEMENT ………………………………………………… vii 
ABSTRACT ………………………………………………………………… ix 
ABSTRACKSI ……………………………………………………………… x 
TABLE OF CONTENT ……………………………………………………. xi 
LIST OF TABLES ………………………………………………………… xiv 
LIST OF FIGURE ………………………………………………………… xv 
LIST OF APPENDICES ………………………………………………….. xvi 
CHAPTER I INTRODUCTION   
1.1 Background of the Research ……………………………………………… 1 
1.2 Statement of the Problem …………………………………………………. 2 
1.3 Objective of the Research ………………………………………………… 2 
1.4 Significance of the Research ……………………………………………… 3 
1.5 Scope of the Problem ……………………………………………………... 3 
1.6 Operational Definition of Study …………………………………………..  3 
CHAPTER II REVIEW LITERATURE 
2.1     Teaching English in SDN 3 Megawon Kudus …………………………. 5 
2.1.1  Teaching Curriculum of Teaching SDN 3 Megawon Kudus …………... 5 
2.1.2  The Purpose of Teaching English in SDN 3 Megawon Kudus ………...  6 
xii 
 
2.1.3  The Material of Teaching English in SDN 3 Megawon Kudus ………… 7 
2.2     Vocabulary ……………………………………………………………… 7 
2.2.1  The Importance of Learning Vocabulary ……………………………….. 7 
2.2.2  Teaching Vocabulary ……………………………………………………. 8 
2.3     Traditional Game ………………………………………………………... 8 
2.3.1  Definition Game …………………………………………………………. 8 
2.3.2  Gedrik as Traditional Game ……………………………………………... 9 
2.3.3  Kinds of Gedirk ………………………………………………………….. 9 
2.3.4  The Procedures of Using Gedrik in Teaching Vocabulary ……………… 9 
2.4     Previous Research ……………………………………………………… 10 
2.5     Theoretical Framework ………………………………………………… 10 
2.6     Action Hypothesis …………………………………………………….... 11 
CHAPTER III METHOD OF THE RESEARCH 
3.1     Setting Characteristic of Research Subject ……………………………... 12 
3.2     Design of The Research ………………………………………………… 12 
3.2.1  Cycle ……………………………………………………………………  12 
3.2.2  Planning ………………………………………………………………… 13 
3.2.3  Acting …………………………………………………………………... 14 
3.2.4  Observing ………………………………………………………………. 14 
3.2.5  Reflecting ………………………………………………………………. 14 
3.3     Procedure of the Research ……………………………………………... 15 
3.4     Data Analysis …………………………………………………………... 15 
3.5     Success Indicators ……………………………………………………… 16  
CHAPTER IV FINDINGS 
4.1  Analysis of Pre Cycle …………………………………………………….  18  
4.2  Cycle 1 ……………………………………………………………………  19 
4.3  Cycle 2 ……………………………………………………………………  24 
CHAPTER V DISCUSSION  
5.1 The Improvement of  student vocabulary of SDN 3 Megawon Kudus …..  29 
5.2  The Implementation of Gedrik Traditional Game ……………………….  30 
xiii 
 
CHAPTER VI CONCLUSION AND SUGGESTION 
6.1 Conclusion ………………………………………………………………..  31 
6.2 Suggestion ………………………………………………………………    32 
REFERENCE 
APPENDICES  





















LIST OF TABLE 
Table             Page 
Table 3.1 : Table of score classification ........................................................   16 
Table  4.1 : The students’ English score in the pre cycle  ...............................  18 
Table  4.2 : The teacher and the students’ activities in teaching and learning 
process by using gedrik as traditional games in the first meeting 
of cycle 1 ....................................................................................  19  
Table  4.3 : The teacher and the students’ activities in teaching and learning 
process by using gedrik  as traditional games in the second 
meeting  of cycle 2 ......................................................................  21 
Table  4.4 : The Students’ achievement test of English vocabulary in cycle 1  23  
Table  4.5 : The teacher and the students’ activities in teaching and learning 
process by using gedrik as traditional games in the first meeting  
of cycle 2  ...................................................................................  24 
Table  4.6 : The teacher and the students’ activities in teaching and learning 
process by using gedrik as traditional games in the second 
meeting   of cycle 2  ....................................................................   26 














LIST OF FIGURES/DIAGRAM 
Table                  Page 
2.1 The kinds of gedrik ………………………………………………….. 9  




































LIST OF APPENDICES 
Table                               Page 
Appendix 1  : Lesson Plan meeting 1 ( cycle 1 & 2) ……………… 34 
Appendix 2  : Lesson Plan meeting 2 ( cycle 1 & 2) ……………… 39 
Appendix 3  : Pre Test …………………………………………….. 44 
Appendix 4  : Post Test …………………………………………… 46 
Appendix 5  : Permohonan Izin Penelitian ………………………... 48 
Appendix 6  : keterangan Selesai Penelitian ……………………….. 49 
Appendix 7  : Statement …………………………………………... 50 
Appendix 8  : Kartu Bimbingan …………………………………… 51 
Appendix 9 : Keterangan Bimbingan Skripsi ……………………. .  52 
Appendix 10 : Permohonan Ujian Skripsi …………………………. 53 
Appendix 11 : Documentation …………………………………….. 54 
Appendix 12 : Curriculum Vitae …………………………………… 55 
 
 
 
 
 
 
 
 
 
